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Nyko's on a roll 
with the all new 

PSX>TRACKBALL 

Compatible with 
all mouse games: 
Centipede 
Monopoly 
Broken Sword 
Disc World II 
Virtual Pool 
. . .and more! 



nYko SONY 



nYkoN-64 



nYko SEGA 



nYko PLATINUM 



Nyko's right 
on target with 

SUPERKOBRA 

Light Gun • • - 
Compatible with 

NAUCO/KONANI 
gun games on 

PlayStation & 
Sega Saturn 
game systems- 
Aim to boost 
your margins 
with Nyko- 



powered 
by 




nYko Technologies, Inc. USA 
Toll Free: 1-888-444- NYKO 
Phone: 310-445-2550 
Fax:310-445-7714 
email: info@nyko.com 
www.nyko.com 
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Stop by First and Check us out! See why we are one of the Oldest 
Atari Companies in business! We are located in booth's 1 - 2 ! Before 

you leave the show be sure to/pick up a copy of our Rev. 10 All Atari 
Catalog with over 4,000+ Atari Parts and Accessories, considered by 
Atari users in the Know, as the Atari Bible / Reference Manual! 

Since our Booths will be Stuffed Full off Atari Goodies and it is 
possible you may miss an Atari item you are looking for, here is 
a quick Short list off Atari items we have at the show: 



Atari: 



Atari: 



Atari: 



8 Bit Prototype Cartridges 
130XE, 800XL Computers 
600XL 64K Ram Upgrades 
1050 Disk Drive 
2600JR's, 5200's, 7800's 
5200 Controllers 
Atari + ST World Coffee Cups 

Atarisof t Software (Non Atari Systems) 

Awards / Trophies 

Back Issues of ST World Magazine 

Back Packs 

Balsa Wood Airplanes 

Banners: Atari, Jaguar, Lxnx 

Belt Buckles 

Binders: Collector, Deluxe, Field 
Service 

Calculators 

Clip / Line Art Sheets 

Collector Lapel Pins (7) 

Controllers: Joysticks, Kids, Pads, 

Trackballs, Paddles, Light Guns 
Corporate Wall Art 

Custom Made Luggage Tags 

Custom Replacement I.C. Chips 

Diagnostic Cartridges 

Falcon Computers 



Falcon MIDI Rack Cases 

Field Service Manuals 

Flying High Airplane Wings 

Fuji Logo Decal Set 

Graphic Wall Art 

Heat Transfers 

I.C. Silicone Wafers 

Internal Paper Work Collection 

Jaguar Bumper Stickers 

Jaguar Clocks 

Jaguar I.D. Badge Straps 

Jaguar Holograms 

Jaguar System Test Carts 

Joystick Blasters 

Kites 

Lynx Demo / Prototype Cartridges 
Lynx Hints and Tips Document 
Luggage Tags 
MegaSTE Keyboards 
Patches (3) 

Player on board Car Signs 
Promotional Sales Flyers 

(English/International Versions) 

Micro Fiche 

Player on Board "T" Shirts 
Prototype Products 




Best Electronics 



Pocket Protectors 
Portfolios + Carrying Cases 
Portfolio Sales Books 
Posters 

Power Supplies, 2600, 7800, 
5200, 8 bit, ST, Pong 

Proto Printed Circuit Boards 

Prototype 8 bit Cartridges 

Replacement Parts 

Sales Folders 

Screen Shot / Cover Wall Art 
Service Center Decals 
Service Center Bags 
Shipping Tape 
Stacy 4 Computer 
ST Mice / Trackballs 
ST Ram Upgrades 
ST Software 
Sweat Shirts 
Tempest Audio CD's 
Touch Me 

Unreleased Stock Certificates 

VHS Sales / Commercial 
Tapes 

XE Game Systems 

XE G. Switch box Upgrade Kit 

XF551 Disk Drives 

XE Demo Cartridges 



2021 The Alameda Suite 290, San Jose CA 95126 USA 

Phone: (408) 243-6950 FAX: (408) 243-8274 E-Mail: bcstclec@concentric.net Web Site: best-electroincs-ca.com 
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SATURDAY 





in no am 


FXHIRIT HALL OPENS 




12:15 PM 


- 2:30 PM 


B ATTLE S PH ERE TOURNEY PRELfMIN ARIES 


2:45 PM 


- 5:00 PM 


WARLORDS TOURN AMENT PRELi Ml N ARIES 





5:30 PM - 7:30 PM BU Y/SELL/TRADE SWAP ROOM 



SU NDAY 

I 1:30 AM - 1:30 PM BATTLESPHEftE AND WARL 

t:zz::::::^^ 

1:::::::^ 

|:::::::::::::::::::2;:q6::b 

l--'---^ END OF SHOW 
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2:15 PM ARNIE KATZ/JOYGE WORLEY 
3 :00 PM ROB FULOP 
3 :45 PM BILL KUNKEL 



SUNDAY 

zz:z:::::::::: 

1 2:00 PM TO BE AN N OU N C E D 
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A pioneer of multimedia, from his roots as a 
director in broadcast television in the late 
1970s to his role as a member of Apples 
QuickTime development team, Mr. 
Soderberg has built his carrier on 
blending computer and video technolo- 
gies. 

At Atari, Inc. in the early 1980s, he was 
involved in the development of the first 
computer and laserdisc-based interactive 
information kiosks used in retail. Mr. 
Soderberg was also the Production 
Manager for Atari's television commer- 
cials which won several Clios. 

AtViMart Corp., he further developed 
and marketed interactive kiosks to sell 
computer software at Sears and K-Marts stores 
nationwide. As Director of Marketing, at Aapps 
Corp., Mr. Soderberg was the first to market 
digital video products for the Macintosh, before 
QuickTime was developed. This led to his 
joining Apple Computer, Inc. in 1 990, as their 
Evangelist responsible for the creation of 
QuickTime hardware by third party developers. 

During his tenure at Apple, he was instrumen- 
tal in the creation of strategic partnerships as 
well as enlisting dozens of companies world- 
wide to develop new products using 
QuickTime. As Advanced Technology CPU 
Evangelist, Mr. Soderberg was one of the five- 
member team that managed the development 
of the AV Technology Macintosh computers. 

Currently Mr. Soderberg is using the technolo- 
gies he has promoted for so long, to create 
solutions for corporate clients with his multi- 
media production company, Merlin Media, 
Inc. 

He is also co-author of the book Desktop 
Video Studio published by Random House 
Electronic Publishing in June of 1995. 

Copyright ©1998 Merlin Media, Inc. 




ANDREW R. 

President, Merlin Media, Inc. 



-4- 



Thank l/ou 



It is my pleasure to welcome you to World of Atari. With the support of 
the many gaming enthusiasts, sponsors and exhibitors, we hope that this will 
be the first of many classic video gaming shows. 

I hope that that you will all join 
me in thanking the keynote 
speakers for their attendance 
and participation. It is 
important to recognize their 
contribution to this event 
and foremost, their vision 
and imagination that helped 
create the video gaming 
industry. 

I would like to personally 
acknowledge and thank Brad 
Kodajohn Hardie, Keita lida 
and Donald Thompson, Jr. for 
their hard work and dedication in 

creation of this event. Without their support, I would not have been able 
to produce this event. My sincere Thank You... 

It is our sincere hope that you will find your experience at the World of 
Atari rewarding and enjoyable. Have a great weekend and enjoy the games! 




Richard Tsukiji 




Rob Fulop has been a pioneer in the commer- 
cialization of interactive digital media from it's 
earliest days in Silicon Valley. He joined the 
original Atari in 1978 where he developed 
home versions of Night Driver and Missile 
Command, which sold over 2.5 million 
copies. Mr. Fulop left Atari in 1981 to co- 
founded Imagic, a high growth video game 
start-up. As the lead game designer of 
Imagic, he crafted two of the company's 
three best selling products, Demon Attack, 
which was voted Billboard's Video Game of 
the Year in 1 982, and Cosmic Ark, which 
sold over one million copies. Mr.Fulop was 
named Billboard's Video game Designer of 
the Year in 1 983. As an independent 
producer of interactive entertainment from 
1 983- 1 985, Mr. Fulop's Rabbit Jack's Casino 
for AOL, quickly became the online 
industries first "hit", and was ported to four 
platforms. 

For Hasbro,America's largest toy company, 
from 1 986- 1 988, Mr. Fulop engineered the 
design and production of two feature length 
interactive movies. Both of these titles, Sewer 
Shark and Night Trap were later released 
through Digital Pictures and were the compa- 
nies two best selling CD-ROM titles. Mr. Fulop's 
interest in combining sponsorship with 
interactive media lead to the development of 
many widely distributed floppy disc, and CD- 
ROM multimedia promotional titles for clients 
such as Buick, PARS, American Express, and 
Apple computers. 

As the founder and Creative Director of 
PF.Magica "multimedia gulch" startup in 1990, 
Mr. Fulop produced and directed Third Degree 
and Max Magic for Phillips Interactive Media. 
Max Magic went on to win the Melia Award for 
"Best New Entertainment Title" of 1 995. At PR 
Magic, supervising a growing design staff, Mr. 
Fulop invented the computer pet, and served as 
co-designer of DOGZ, the company's break 
thru title which, together with the sequels 
CATZ, ODDBALLZ, DOGZ II, and CATZ II 
have sold over two million copies world-wide, 
and have won countless awards, including the 
Oppenheimer Platinum Award of 1997. 

After PR Magic was acquired by The 




ROB 



H 



Learning ^ 

on the Intern et as a pf atfo rm f o r wi de sea I e dts t r i button of 



future in te ractive entertainment experien ces he is 
c u r r e n t ly d ey e I opi ng . H yirtual ly all of the 

industry's leading conferences.and he has been profited in a 
range of publications including Rolling Stone, Newsweek> 
Fo rbes , an d Wi red M agazi n e. 
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Falcon 030 Memory 
UPGRADE 



TM 




SAME SIZE AS ORIGINAL MEMORY CARD 

4 TO 14 MEGABYTE 
SIMPLE INSTALLATION 
USING 1 SIMM MODULE 



/ NO SHIELD CUTTING 

/ NO SOLDERING 

/ 10 MINUTE INSTALLATION 



REQUIRES ONLY THE REMOVAL AND REINSTALLATION 
OF THE FALCON'S COVER AND 1 SHIELD 
A SIMPLE PLUG-IN ANSWER TO MORE MEMORY. 



D.E.K.A. 
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TM 



D.E.K.A. 



WIZZTRONICS 



DCTACHAit 
€XT€ND€ 

KCVftOftfi 
ADAPTC 



# 



Software included: 
Program, Accessory and Autorun 







ca rtndg e 
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System 



System Requirements: 
Atari 16/32 Bit Personal computer 
Floppy Disk Drive 



Fully Compatible with all 
Current Software titles 

including Cubase Audio 
Falcon, Zero-X and all 
SoundPool titles 



CartMaster Lite is the economical version of the original 
CartMaster. It will allow the use of two dongles or small 
cartridge based devices. Using the same effortless software 
as before, as an accessory, Program, or an Auto load. 
Overall dimensions are 2 Va (5.5 cm) wide 1" (2.4 cm) high 
and 3 % " (8.5cm) long. Small, Easy to use, and affordable. 



TM 



LYNX TV Converter ' nstaiiati ° n 

Required 

Get the BIG picture 

Now play you favorite LYNX games on your TV set as 
well as in your car. NTSC and PAL compatible Works 
with any Video/Audio input on your TV or VCR. Output 
is Composite Video and Stereo Audio 

over 30 Titles in stock at reduced 
prices as low as $9.95 



Now use any Standard PC, XT/AT 
keyboard with your Atari Computer. 
Require§-r*o modifications on all Mega 
ST, Mega STe and TT series computers. 



United. States Distributor fors 
SoundPool Products and. Zero-X 

Auifliorizecl US Steinberg Dealer 




TM 



DA WIZZ 



CAATMGHT 

Cartridge Port extender 



For all Atari 16/32 BIX computers 

Great if your computer area is cramped. 
Thousands sold, available as a kit, 
bare PC boards or completely assembled 
with a ten inch ribbon cable 



ONLY $35.00 



ASSEMBLED 



W WIZZTRONICS INC. 

yjSfm Ule Specialize in New Innovations in electronics and Software 

QUALITY YOU CAN D€f>€ND ON 



NEW 

Now Add an economical 3 1/2 " IDE Hard Disk drive to your 
Falcon. Installs in minutes allows for upto 2 IDE drives to 
be used at one time. Comes supplied with ribbon cable and 

power adapter. Ready to install. 



Introductory Price $39.95 



We Accept 



WTGI Wizztronics Technology Group Inc. a Division of 
Wizztronics Incorporated. 

31 Hewes Street 

Port Jefferson Station, NY 11776 
Phone:516-473-2507 FAX: 516-331-3841 

http://www.wizztronics.com 

EMAIL info@wizztronics.conn 

ALL WIZZTRONICS products are made in the USA 

Falcon Memory Upgrade, CartMaster Lite, Compatibility Plus II, Cartright, D.E.K.A.2 and LYNX 2 TV are trademarks of Wizztronics Inc.. 

ALL RIGHTS RESERVED. 
ALL TRADEMARKS AND TRADENAMES ARE THE PROPERTY OF THEIR RESPECTIVE HOLDERS. 




Bill Kunkel is, literally, the co-creator of the field 
of electronic game-related journalism. After 
collecting a decade or so of experience as 
aprofessional musician; comic book writer 
(for publishers DC, Marvel andHarvey); and 
pro wrestling journalist (editor of MAIN 
EVENT magazine and co-host of The Main 
Event Radio Show in NYC), he and long- 
time partner Arnie Katz conceived and 
authored "Arcade Alley" — the first news- 
stand magazine column dedicated exclu- 
sively to the review of video and computer 
games — in 1978 for Video magazine. The 
success of that column led directly to the 
duo's launch of Electronic Games magazine, 
the first newsstand periodical to cover the 
entire new world of interactive electronic 
gaming, from handhelds, video games and 
computer software to state-of-the-art coin- 
op coverage. EG was created for Reese 
Communications in 1981 and Kunkel served 
as Executive Editor of the magazine until he 
left Reese in January '95 after the firing of 
his partners Arnie Katz and Joyce Wo r ley. 



The trio then formed Katz Kunkel Worley Inc. 
(KKW) as a vehicle for providing print and 
online sources with journalistic content, and 
Subway Software as a vehicle for game design. 
Kunkel has written on the subject of electronic 
entertainment for The NY Times, Town & 
Country, Games, Mondo 2000 and Computer 
Gaming World. In addition, he has written 
extensively for both consumer game 
magazines and business magazines covering the 
wide world of electronic entertainment 
software. He has been interviewed in numerous 
books on the subject and has appeared regularly 
on TV and radio shows, and documentaries. 

Through KKW, Kunkel did everything from 
helping design new magazines — including Video 
Games & Computer Entertainment (for Larry 
Flynt Publications) in 1987, the original Sega 
Visions and a new incarnation of Electronic 
Games (published by Decker/Sendai) in 1992 — 
to serving as an expert witness in several major 
industry litigations (including Galoob vs 
Nintendo and Capcom vs Data East). During his 
tenure with Sendai/Decker, he began writing his 
popular column "The Kunkel Report" featuring 
his extremely personal views of the industry. 
Kunkel also continued the Game Doctor column 
which he had created in 1981 for the original 
EG and subsequently revived in such varied 
publications as Computer Gaming World, EGM, 
Computer Gaming Review, Sega Visions and 




BILL 
KUNKEL 



VG&CE. It was at this point that Sendai stipulated that the 
Game Doctor character belonged exclusively to Kunkel, 
who has retained it both in print and on-line ever since. 



Through the Subway Software side of the business, Kunkel 
worked extensively as a game designer/consultant/design 
docto r, with nearly two dozen compute r arid video gam e 



credits that include Batman Returns (Konami), Blood Bowl 
(MicroLeague), Ringling Bros. Barnum & Baify Circus 



G am e s (Ty n esoft) ,The O m n i c ro n Cons p i racy ( E pyx), 
Borrowed Time (Interplay), Bart's Nightmare (Acclaim), 
Star Trek: First C^ 



original version from the mid-80s, not a work based on 

the re c erit film of the same 

title) and Superman, Man of Steel (Intracorp). 



In 1994, Kunkel left what had become Katz Kunkel Worley 
& Dille, Inc. (KKWD) and created Fog Studios with 
partner Ed Dille and an impressive crew of exclusive talent 
(including Steve Honeywell, flight sim expert Tom Basham, 
news maveri Laurie Yates arid Webmaster/writer Kevin 



Perry). This group co-founded the magazine PC Ace before 
go ing on to help make Attitude N etwork's Happy Puppy 

site the number seven destination on the WWW acco rd- 

ing to Web 21 (up there with AOL, Compuserve and 



Netscape) bef^ 

result of differences with Attitude Network in December 
'96. 



Without a sufficiently targe vehicle to support it, Fog 

b roke up into a series of s mal let companies, o ne of wh ich 

became Kunkel Enterprises Inc., aka Spyglass Studios. This 



Continued on page 9 



-8- 



KUNKEL COUT. FROM P<3. b 

group served as the content provider for Metropolis 
Media's PC Gamefan site — an attempt to "brand" the 
GameFan name beyond the video game universe — 
through most of 1 997. The period of employment with 
Metropolis Media saw Kunkel provide original news and 
PC-related content to the site, while also working on 
the creation of a print magazine, Gamefan Sports 
Network, an all-platform print publication devoted to 
coverage of all types of sports games. Kunkel was in 
charge of features (including interviews with Don 
Daglow, Scott Orr and Tony LaRussa in the first two 
issues) and all PC reviews and previews, working 
closely with an inexperienced-but-talented young 
editor, Rustin Lee who was based in the GameFan 
offices in Los Angeles. Remote-control editing has 
become one of Kunkel's specialties since moving from 
New York City to Las Vegas in 1989. 

Kunkel next began working as an editor-columnist for 
the Inside Games ( www.insidegames.com ) site, where 
he reunited with old partners Arnie Katz and Joyce 
Worley. He continues to generate his column "The 
Kunkel Report" on the site to this day. 

Kunkel Enterprises (aka Spyglass Studios) are also 
involved in any book or film projects generated by the 
Running With Scissors' game, Postal and maintains an 
ongoing consulting relationship with Platinum Studios 
and a primary contract position with EBCI,a new 
educational institution which looks to become the first 
North American school to teach students electronic 
game development, with courses in design, art, music 
and programming a Canadian-based school that intends 
to offer education to students of Electronic Game 
Design throughout North America. 



ment for Platinum Studios, an amazing media content 
provider founded by former Malibu Comics owner and 
media visionary Scott-Mitchell Rosenberg (the man who 
published the comic book version of "Men in Black" and 
then fought for years to bring it to the screen) and 
European comic book legend Ervin Rustemagic. 
"Working at Platinum Studios is the ultimate dream job 
for someone like me," Bill exults. "Generating ideas and 
stories for movies, TV, comic books, and electronic 
games? I couldn't make up a job this great if they let 
me. 

While a relatively new company (just over a year old), 
Platinum has already placed several key film projects 
(including "Cowboys & Aliens" with Dreamworks, and 
"Dead of Night" with Dimension), has successful TV 
shows on the air (the animated "Men in Black" series 
and "Nightman") and produces its own original graphic 
novels in addition to its ownership of over a thousand 
of Europe's most successful comic book licenses 
(Jeremiah, Dylan Dog, Nathan Never, Legs Weaver, etc.). 
"In another year," Kunkel predicts, "This will be one of 
the hottest multi-media entertainment companies in the 
business. The level of talent and professionalism here 
just stuns me. I have never been happier in over a 
quarter century as a writer." 



In addition to hfs journalistic work, Kunkel has 
consulted for just about every major player in the 
entertainment software field, with a specialty in legal 
consultation. In 1993, Kunkel also began a mini-career 
as the author of game strategy books for Prima 
Publishing, producing guides (sometimes alone, 
sometimes with a co-author from the Fog group) for 
Maximum Carnage (Acclaim), Descent (Interplay) 
(which has been reprinted in several languages), FPS: 
Baseball (Dynamix) and Gex (Crystal Dynamics), 
among several others. Kunkel and co-author Ken Vance 
most recently completed the strategy guide to Die 
Hard Trilogy (Fox Interactive) for Metropolis Media and 
a football strategy guide to Quarterback Club '98 and 
Madden 64 for the N64 for Brady. 

Kunkel is currently Director of Interactive Develop- 
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In the f3eginning 



On September 23rd, 1993, my roommate (who I 
believe Bill thinks was Doug Engel) and I were 
invited by Bill Rehbock to come up to Glendale, 
California to see the very first video games running on 
the Atari Jaguar. Besides playing a really crude edition of 
Checkered Flag, we pitched a space combat game called 
"Singularity" which we indicated could better be called 
Star Raiders 2000. Bill told us that the name was already 
taken, but that he'd get back to us. One month later, we 
met Tom Harker across the Internet and he agreed to act 
as our interface to Atari and I conned A H A H A Hvinced my 
wife (then fiancee) Stephanie to write the soundtrack. In 
November, I drove and Tom flew to Santa Cruz and we 
met for the very first time. Tom was here to trade away 
the 8 bit line of ICD tools for a cool 1950s monster 
mobile. The next day we drove up to Sunnyvale* navigated 
our way to I 190 Borregas avenue and played Tempest 
2000 and Cybermorph for the first time. 

Big time! We're on our way and making it.^ :; 



m 



We walked away that day with a very early prototype of 
AvP, along with a deal for 2 development Systems. By tl 
the game had been renamed to "Star Battle"pp honor 
a game I had written on a high school maihfttme bacl&;jil| 
1 980 about which I still get email now and then. On 
December 24, we received our first alpine boar<$ in 
dysfunctional condition in a Fedex box. After several 
frantic phone calls, we were sent a second, functional 
alpine board and Doug kept the first in order get 
medieval upon it with a soldering iron. Within a week* we 
both had working development systems and the evolu- 
tion of the game that became BattleSphere began.The 
kicker is that since there was no backing of any sort for 
this game, we would have to develop it entirely in our 
spare time while maintaining full-time day jobs. Our 
advice: Don't do this. Our original estimates were that we 
could have the entire game coded in 12-18 months. 
Bzzzzt! Wrong! We had yet to encounter the black hole 
that was Atari developer support, as well as a myriad of 
inexplicable bugs and random flaky development tools. 

They like us, they really like us! 

6 months later, we showed off the very first demo of the 
polygon engine at SCES '94.The demo makes an appear- 
ance in the AEO SCES '94 Video, for those of you 
collecting BattleSphere Trivia and anyone there could see 
we ought to have sued the pants off of Nintendo over 
the N64 logo, but of course, they must have thought of 
the thing first, they're Nintendo.Things went well, but I 
wish it had been a playable demo by that time, but c'est la 




vie, we were just getting introduced to some of the many 
jaguar hardware bugs and part-time development already 
sucked. 

Six months later atWCES '95, there was sound, the first 
pass at the music engine, primitive collision detection, and 
a simple game involving rescuing animated astronauts. The 
game was now called "BattleSphere". This is really starting 
to take too long, isn't it? 

Trouble ahead, trouble behind... 

5 months after that, BattleSphere had its last trade 
showing at the very first E3.This was the first place we 
ever demonstrated networked dogfighting. It was a 
Xg$ptinding success and numerous professional aviators 
commented on the quality of our flight engine compared 
to what they could play on the PC and other systems. 
This demo almost never happened, because a insiduous 
bug In |||||ardware forced some last minute rewriting 
practicaj|y: on the show floor. Of course, the real star of 
E3 w^ii^pi|||||station unveiling, but we were happy with 
our recepjiJiiilAfcer ail, at this point, the fat lady was 
clearingMpitiroat for her Atarian anthem. 

They saicf we were daft to build a castle in the swamp! 

At tbppoint, we realized we were behind schedule. I 
decided to take 3 months off and Doug took a month's 
yiSKh of accumulated vacation time off from work and 
|o full time on game development. From July through 
September, BattleSphere became my one and only 
obsession. In that time, we went from a primitive dogfight 
engine to networkable deathmatching with the infamous 
subsumption architecture ALA fun footnote here is that 
but 2 days after we got the Al marginally running, a 
mysterious request came from Atari for a demo. We sent 
it off, only to find out later that they secretly put the 
badly behind Battlesphere head to head with the com- 
pleted Space War 2000 in a focus group. Guess who won 
and who got cancelled? This pattern repeated itself in 
October when Atari demanded working networking code 
from us on a Friday, to be provided by the following 
Monday, for incorporation into Iron Soldier II or it 
wouldn't have networking. Ah, the fun final days of Atari. 
However, we now had a solid demo for showing off to 
potential backers of a PC or PSX edition and the search 
for a future past Atari began. 

Is there life after death? 

Although we knew at this point that Atari was pining for 
the fjords, we decided that BattleSphere was not enough 
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of a game to actually release the thing (in retrospect, this 
was a BIG BIG BIG mistake). So now, we commenced 
development of the play modes. Atari died in January, 
1996 and the Gauntlet play mode first appeared in March 
of that year. It was soon followed by the BattleSphere and 
training play modes, and that took us into early 1997 
since we still didn't have any funding for a PC version, 
despite a one year search leading to 10 or so pitches 
with big publishers who just couldn't grok the network- 
ing, the 3D, the jaguar, or some random combination of 
the above (or possibly our failure to closely resemble the 
current trendy genre). In March of 1 997, 1 quit my science 
career, leaving behind 8 years of dedicated research. It 
was painful and we once again considered releasing 
BattleSphere at that point. However, we faced the 
concorde fallacy that we had already put too much time 
into the thing so why not make the Alone Against the 
Empires play mode and call it a day. 

This play mode was completed by October of 
1997, and there's nothing like it on any other 
platform. And that's when the playtesting 
began. It's oh so much fun to put a game into 
beta when you have no money. Thankfully, a 
dedicated crew of playtesters put their own 
free hours into the thing and now, 8 months 
later, BattleSphere is finished. 

And on day 1745, God said "Ship it already!" 

Oh, you 
thought this 
was the end 
of the 
story? 
BWAHA 
HAHAHAHA 
HAHA! Silly 
you, now 

we have to get the sucker encrypted and 
produced so it will actually run on other 
people's jaguars. But, it will happen. And when 
some twit naysayer tells you it won't, just 
remember how many times they said we'd 
never finish the thing. 

May your urine be fresh and frothy! 

SCOTT LE GRAND 

DOUG ENGEL 

STEPHANIEWUKOVITZ 
TOM HARKER 

Team "The Mess that is BattleSphere" 
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• Photoline 2.30 lMSt 

Tht uUnoti imogt wfiting softer? ter ATARI 

•font IV (4) 691$ 

Powerful image drawing/creation software for ATARI 

ATARI CD MASTER series 

• INFOPEDIA v2 451/0 

Multimedia encyclopedia CD-ROM for ATARI (new 
k improved version of driver) 

• ACM Combo: 45 VS$ 

Time Almanac 1995 
Total Health, Body & Mind 
Pharmassist 
Space Missions * 

World Warn* 

(* subject to availabilitT) 

• ScanX PRO (Microtek, UMAX Scanners) 
Professional scanning software for ATARI 

• ScanX (Microtek, UMAX Scanners) 49 USt 

• NovaScan (HP & Mustek Scanners)65 VS$ 



ORDER THE EXCITING NEW ATARI 




CLONE 



S£tl 




It 1 



see booth for more detail 

-> HAMHAU 

Nova Falcon Plus 64-11 

24bit ultra fast Graphics card for Falcon 2MB RAM 

Magnum Falcon RAM Board 

Fastrara (TTRAM) Board for Falcon72pin 

TTFASTRAM Board 

lt/32/64 MB Boards 

And other ATARI software and hardware. Make sure to 
visit our booth for more information, 



Iom Systems House 

J)J0K SH27 
OTTAWA, ON M5S0 CJUUW 

MW email: tona&aiadaxom www: http'J/miir jngim xa/niiina 
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KEITA IIDA 

CO-SPONSOR 
World of Atari 



Currently residing in New 
York but raised in Tokyo 
and Los Angeles, Keita was 
introduced to the world of 
videogames when he stumbled upon a coin-op Sega 
tennis game in Japan in 1975. Since that time, he 
has been an avid gaming fanatic and videogame 
collector who has acquired just about every 
console on the day of its release. During Atari's 
reign as the leader of electronic entertainment, he 
published a newsletter called Atari Zone (based in 
Los Angeles) for two years. 

Although he's currently occupied with 
wrapping up his Law School studies in New York, 
his involvement in videogames has never been 
greater than at the present. Noticing a dearth of 



informative web sites dedicated to classic video games, in 
November of 1996 Keita, John Hardie and Les Caron 
launched Atari Gaming Headquarters (AGH),the 
premier site devoted to the coverage of classic games 
and all things Atari. AGH has received numerous awards 
since then, including Game Informer's site of the month, 
Suite 1 0 1 .corn's top five classic gaming web page, 
Yahoo's Pics Of The Week, Infoseek's Cool Site Award 
and the Totally Awesome Site of the Day. 

Keita's involvement in videogames is not re- 
stricted to AGH or in the classic gaming arena. He is 
part of Digital Press, the leading publication best known 
for its video game collector's guides, and was a contrib- 
uting writer at ActionZone (now known as Inside 
Games), an online videogame magazine. He has also 
helped out with "Phoenix:The Fall And Rise Of 
Videogames," the definitive book on the history of 
electronic entertainment, and is doing a history of Atari 
piece for Ziff Davis' Videogames. Com web site. 

His other hobbies include sports ('92 national 
champion in Kendo, a martial art), traveling, jazz music 
and legal studies. 




Atari Lynx 
Atari 2600 
Atari 5200 
Atari 7800 



AATARI Software! 






Atari Jaguar 
Atari 400/800 
Atari 65xe/130xe 
Atari ST/STE/TT/Falcon 



Hard To Find Items! 



405 Main Street 
Woodland, CA 95695 
(530) 661-3328 



www.atarionline.com 
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Donald A.Thomas, Jr. has been a dedicated 
Atari products user and recreational coin-op 
gamer since the early eighties. He officially 
joined Atari Corporation in November of 
1989. Previously, he worked as the 
Advertising Director at the Federated 
Group, a 65-store chain of electronics 
stores once owned by Atari. For the first 
several months, Don worked for the 
Tramiels as the Portfolio Marketing 
Manager. 

While at Atari, he applied his best efforts 
to help product launches including the 
Portfolio, Lynx, Falcon, ST Book, Jaguar 
and a variety of other hardware and 
software products. In his most recent 
years at Atari, Don was the Customer 
Service Marketing Director until the tearful 
end when Atari sold its assets to JTS in 1996. 

One of Dons biggest accomplishments is the 
development and implementation of a sales 
entry and management application for the 
entire Customer Service Department. It was 
installed on deadline and never suffered 
downtime. Don is well known as Atari's 
"official" spokesperson and for his Internet- 
based "Crazy Don" sales during the final 

months of Atari's autonomy. 

« 

Don currently holds a prestigious position in 
the gaming industry and is publicly accessible 
through his web domain ( http:// 
www.icwhen.com ). I. C. When offers a 
comprehensive chronological history of video 
games and computers which Don has 
developed over the past few years. 





THOMAS, JR. 

(curator@cwhen.cx)m) 
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Jaguar Interactive 



lews* Online Manuals* Columns 
& Goctes* Video Clips 
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containing info on ALL 
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Headquarters. From Pong 
to Jaguar and er^ry thing 
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Reviews* Scraenshots^ 
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The AGH Message Board and 
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The Late si News si the Atari and classic gaming world, i 
excise B^eakp review 



Interview with prog rammers, executives aisd mduslr/ legends, 



Game reviews for ALL Atari systems. 



Extensile database of Atari 



A comprehensive collection of past articles fxom old videogame 
magazines! 



Online Sale/Trade/ Wanted list* 
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JOHN HARDIE 

CO-SPONSOR 
World of Atari 



John was born and raised in 
New York and except for a 
5 year stint in Colorado 
and Texas, has spent most 
of his life there. John's 
fascination with computers and games started with 
the 2600 and flourished after he upgraded to the 
5200. Soon after, his attention shifted to computers 
and he eagerly awaited the release of the Atari 
I450XLD. Since this event never happened, he 
settled on an Atari 800XL and 1050 drive. At 1 9, he 
joined the US Air Force and except for a brief 8- 
month stint in Colorado, he spent the next 5 years in 
San Antonio, Texas. 

In 1 988, John joined and became the Vice- 
President of the Alamo Area Atari Users Association, a 
position he served in for 2 years. In 1 989 he received 



an honorable discharge from the Air Force and joined up 
with the local Atari dealer, Atari-ville, to do service work 
on Atari Home Computers. During his time in Texas, 
John also organized the History of Atari museum exhibit 
held at the local Federated store, and worked with Rich 
Tsukiji at the World of Atari show in Dallas. 

In 1990, he called it quits and returned to New 
York where he signed on with what is currently known 
as Bell Atlantic Telephone. In 1992, he married his long- 
time love from Texas, Beverly Graham, and in 1 997, they 
celebrated the birth of their son, John Jude Hardie III. 

Throughout the 90's, John's enthusiasm for classic 
games and all things Atari has never waned. He has 
spent a large amount of time and money amassing a 
large collection of prototype hardware and software for 
the various game consoles and computers. He also has 
several writing credits under his belt including stints at 
Atari Explorer On-line, Atari Classics Magazine, and 
currently, Digital Press. 

In 1995, he joined forces with his partner, Keita 
lida, and together with Les Caron,they formed the Atari 
Gaming Headquarters, the premier site dedicated to the 
dissemination of Atari information. 



.\v. 




Running - the action smash hit for your ATARI Falcon computer ! 

Five huge atmospheric levels, tons of enemies and a lot of puzzles to solve 




Fast arcade true colored 3D graphics 

Meet us for a test match ! 
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NEW & RECENT 




DEVELOPMENTS 



Despite the now- defunct Atari Corp. pulling the plug on 
its color handheld nearly 2 years ago, dedicated develop- 
ers, publishers and individuals keep chugging along with 
exciting new products in the near future and beyond. 
Why, you ask? It's pretty simple. Not only is the Lynx still 
one of the most advanced portables available, it also can 
be obtained quite inexpensively from various online 
dealers.With so many things going for it, why stop now? 

Spearheading the Lynx revival is Lynx Generation II, a 
group of dedicated individuals working hard to support 
the Lynx. And Telegames continues to trickle new Lynx 
titles to the market, with Fat Bobby being its latest 
release. 

Atari Gaming Headquarters will be one of the sites that 
aims to keep you informed about the latest Lynx develop- 
ments as details become available, so check back with us 
periodically! 



S.I.M.I.S. by 42Bastian Schick, Matthias Domin and Lars 
Baumstark 

Lode Runner Duology by Kurt Olsen 
Ponx and Planar Wars by Carl Forhan 
Zow by Harry Dodgson 
Lexis and Centipede by Shadowsoft 
Games by Barry Bankhead 
Fat Bobby by Telegames 
Games by Digital Thuni 

'A 








MIDI and Audio programs for the ST and Falcon. 






EC -909 
Scribble Synth 
Snippit Synth 
MIDI Arpeggiator 
Sound Chip Synth 







•:.;-;-;.;.:•;•:•:•;•:•:•:•:•:•;•:•:•;•.■•<•■ .-*:•.■•:•.•>.•>.* 



- Drum machine emulator 

- Additive synthesizer 

- Granular synthesizer 

- Mini MIDI sequencer 

- Sound generator 




All Electronic Cow titles are available in North America from Systems For 
Tomorrow. To order call (800)875-4943, or see us on the internet at 
www. systemsfortomorrow.com . 
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Dan Kramer grew up in the Santa Clara 
Valley in California, after moving from the 
East San Francisco Bay Area at age eleven. 
Having been entranced with coin- 
operated games since his first visit to 
the giant arcades at the Santa Cruz 
Boardwalk, his education in electronics 
in college seemed to be a perfect 
springboard to a hobby that has 
covered several decades and evolved 
into a business as well. 

By education, Dan Kramer has majored 
in English and humanities, with a 
particular focus on journalism and 
creative writing. By trade, he has 
worked twenty years in electronics in 
Silicon Valley, fifteen of it in engineer- 
ing development. Primary directions of 
this work have included broadcast video, 
defense electronics, video game hardware 
design, medical electronics and computer 
audio digitizing equipment. By personal 
interest he has been a collector, 
restorer, historian, journalist, operator and 
promoter of one of the greatest indoor 
American sports: pinball games. 

A love of American music drew him also into 
the realm of record collecting and juke 
boxes. He restores and operates classic juke 
boxes as well as other types of arcade 
equipment, both video and older styles. Dan 
Kramers passion for Hudson automobiles, 
one of America's finest makes for almost half 
a century, has been a mainstay of his life for 
over twenty years. His harem of Hudsons 
includes two '47s, a '51 and a '54. 

With an early involvement in troubleshooting 
all types of analog and digital circuitry, then 
five years in high reliability defense electron- 
ics, DK delved into the newly burgeoning 
world of home video gaming with Atari. 
From 1980 to 1984, he was in the middle of 
the consumer engineering group responsible 
for developing both the home computer and 
home video game products. The coin-op 




games division was also virtually 

reach. 



Within a year of his st^rt with Atari, DK 
championed the creation of the Trak-Balls for 



the home gamer: the models for both the 
800 ^ 

System and the 5200 Super System were 
brought to market as a result of his diligence. 
He a^ 

a digitat to anatog interface for the 5200 



Trakball. After the collapse of Atari Inc. in 
1984 arid^ 



change to Atari Corp. he escaped to follow 
other pursuits for the ensuing ten years. 



After^ 

Valley, DK has been living in the Sierra 



foothills near Yosemite for almost five years. 
Besid es ope rating and serVTci tig coi h - 
operated game equipment, he is now 



preparing to offer service and modification 
work for the Son^ 

game platform. He can be found on the 



I nternet at www d eekay.com Futu re plan s 
include accessories and support fo 
Atari game equipment. 
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World of A 




R0£ FULOP 



Best known for designing the 
timeless classic Demon Attack for 
the Atari VCS (2600), Mr. Fulop has 
numerous other accomplishments. 
While at Atari, he designed Space 
Invaders (Atari 400/800), Night Driver (VCS) and Missile 
Command (VCS), and created Cosmic Ark, Fathom, 
Cubicolor and Demon Attack (all for VCS) for Imagic. 

He was also involved with the creation the controver- 
sial interactive movie game, Night Trap, which was the first 
game to receive an MA- 1 7 rating and was used as an 
example by Congress to show how violent and offensive 
videogames could get. 

Fulop also had a hand in the development of Ballz for 
the 3DO while with PF Magic and DOGZ and CATZ, 
digital kitty cats and puppy dogs. 




Legendary designer best known for Jawbreaker, 
Frogger and Mousekattack for the Atari 8-bit comput- 
ers while with Sierra On-Line. He later ported Jaw- 
breaker for the Atari 2600 forTigervision, and designed 
educational software for the Atari 8-bit during his tenure 
at Blythe Valley Software. 






Video game historian 
Phoenix: The Rise And Fail of 
Video Games, the definitive book 
on the history of video games, and 
ABC To The VCS, a comprehensive guide to the entire 
Atari VCS library of games. Mr. Herman is also an advisor 
to the traveling museum exhibit Videotopta 



JERRY JESSOP 



During his tenure with Atari from 1 977- 1 985, Mr, jessop 
was involved with the testing and repair of pinball 
machines, and later worked on hardware development for 
home videogame consoles and computers as a Senior 
Technical Associate in consumer hardware design. 
Currently a hardware engineer with Sony Computer 
Entertainment of America (SCEA). 



ARNIE KATZ 



The dean of electronic gaming journalists was the first to 
review Atari's 2600 games, in the column he co-authored 
with Bill Kunkel for Video Magazine. Arnie edited the first- 
ever video and computer game magazine electronic 
Games and is currently the editor of the digital magazine 
inside games, ( www.insidegames.com) . Arnie has also 
worked in the electronic games industry as a game 
designer, product evaluator and consultant. He is the 
author of Inside Electronic Game Design, a Prima Press 
book, which is widely acknowledged as a leading reference 
for those seeking a career in video and computer gaming. 



DAN KRAMER 



Worked in t^ division of 

Atari in the early I980's. Best known 
for designing the Atari 2600 and S200 
Trak-Ball controllers. He is currently 
the President and founder of DK Enterprises, where he 
specializes in restoring classic pinball and jukebox machines. 






Along with Arnie Katz and Joyce 
Worley, Mr. Katz founded Electronic 
Games Magazine, The first and most 
popular publication devoted strictly 
to electronic entertainment. He is 
presently a contributing editor at Inside Games. 
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.1; LEWIS — STEVE WOlfA 



Was the Level Designer and An Atari alumn best known for 



"Featured Colonial Marine" of the 
hit Jaguar game Alien Vs. Predator. 
This is the game Next Generation 
Online readers voted "3rd Scariest 
Game of all-time". While at Atari, Lance witnessed the 
birth of the Jaguar, the demise of the Lynx, and the sale to 
JTS in 1995. Lance is now a Designer for a popular home 
gaming console, and web-master for the Vectrex Resource 
Center, located at - www.roachnest.com . 




creating Taz, Asterix and 
Quadrun for the Atari 2600 VCS. 
He also has Kid Chameleon, 
(Genesis), Sonic Spinball, (Genesis) 
and WaterwoHd, (Virtual Boy), to his credit. Mr.Woita is 
currently active in Java game design. 



■ ■ mm ■ ■ ■ 



ecorr le grand 



Scott Le Grand is a giant dis embod ie d 
eyeball that frequently assumes 
human form. Marooned on this planet 






in the mid-1960s, he pioneered the development of the slinky, 
plaid, and Visine. In recent years, he got mixed up with a 
crime syndicate intending to make money off of networked 
video games on the Atari Jaguar, but we ail know what 
happened there. These days, he mutters to himself frequently 
as he constructs a vessel with which to return home. 



The world's foremost electronic games news woman Is 
today the News Editor of Inside Games, the on-line 
electronic gaming magazine. Her editorial credits include 
Electronic Games and Video Games & Computer Enter- 
tainment, and she has written on the subject for several 
mainstream publications as well. Joyce covered Atari from 
its inception to its last gasp as a game company in the 
'90's. Her knowledge of the inner workers of the business, 
and the momentous events in its history, has earned her a 
place at the head of her profession. 



: 



7 



: 




ANDREW 





One of the ^ 

for Atari Computer division from 1 980 
thru 1983 (up until the sale of Atari by 
warner to Tramiel). Part of the market 
ing product management team for the 600XL/800XL series, 
1 050 disk drive, and the never released 1 400X1/ 1450XLD. 






j 



DONALD A. 
THOMAS, JR. 



t 





( curator(5)i cwhen.com ) 

Thomas has been a dedicated Atari 
products user and recreational coin- 
op gamer since the early eighties. He 
officially joined Atari Corporation in 
November of 1989. Previously, he worked as the Advertis- 
ing Director at the Federated Group, a 65-store chain of 
electronics stores once owned by Atari. For the first 
several months, Don worked for the Tram i els as the 
Portfolio Marketing Manager. While at Atari, he applied his 
best efforts to help product launches including the 
Portfolio, Lynx, Falcon, ST Book, Jaguar and a variety of 
other hardware and software products. 



Stephanie Wu 

for 4Play Games, is an obsessive 
coffee drinker, John Williams fanatic, 
and math nerd. Currently taking a 
break from an applied math Ph.D. 
program, she is working as a freelance musician and 
has composed tracks for a variety of games, commer- 
cials, and multimedia projects, including music for over 
40 games at Disney Online. 

She resides in beautiful Santa Cruz, CA with her 
husband Scott, who sometimes forces her to compose 
music for his wacky games (like BatthSphere). Sometimes 
he makes her check his math, too. Her chief claim to fame 
is probably neither the ability to teach calculus on no 
sleep and a quart of espresso NOR the ability to compose 
an 18-songgame soundtrack in I MB without going crazy. 
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GAMING NEWS & REVIEWS 



NYKO Chooses Video Game Expo To Launch New 
PlayStation "Classics" Accessory 



NYKO Technologies, Los Angeles, came to Las 
Vegas to pay homage to the classic games that 
built the foundation for today's gaming industry. 
On the eve of the Classic Video Game & Computer 
Show here, the company launched what it calls 
"today's technology for yesterday's classics," 
exciting new additions to its well-known line of 
joysticks and other peripherals designed for avid 
gamers. 

NYKO, a co-sponsor of the show's Official 
Program guide, recently announced that it has 
been licensed by Sony Computer entertainment to 
produce game pads, joysticks and other popular 
items for its PlayStation game console. Since the 
Sony PlayStation platform will be supporting the 
introduction of new versions of the old classic 
games this fall, such as Hasbro's Centipede and 
Activision's Asteroids, NYKO selected the Expo to 
debut its new PSX Trackball, as well as the 
Scorpion Dual Analog Controller, to honor these 
titles. 




NYKO PSX Trackball 

New Classic Trackball Debuted 

The new Trackball design is based on the 
successful molds designed for the original Atari 
game system over a decade ago. An oversized, 
high-density PSX Trackball brings back that classic, 
smooth arcade quality and feel to game play, 
explains David Naghi, Vice President of Marketing 
for NYKO. Designed for all mouse-compatible 
games, the NYKO Trackball also offers a Turbo Fire 
feature. The debut marks the launch of the first 
official accessory designed specifically for these 
new classic game titles which is currently pending 
licensing from Sony Computer Entertainment. 




While taking care of the classics with the 
Trackball, NYKO is offering its new Scorpion 
controller for the PlayStation game system to 
address a much newer trend, Force Feedback. 
With a high-tech, ergonomic shape, the Scorpion 
features a built-in force feedback (dual shock 
adapter) for use 

with compatible ^ 
software. The Jk ^BP 

controller may J^Jttfc w ^9 

be switched to 
analog or digital 
play mode, and 
features an 
independent 
Turbo/Auto Fire 

button as well as NY K0 Scorpion PSX 

allowing game 

play in Slow Motion. Last, the company is showing 
its Super Cobra advanced dual-system light gun 
with GunCon plug, force feedback, auto reload, 
and adjustable Auto Fire. The gun is compatible 
with both Sony PlayStation and Sega Saturn game 
consoles. 

NYKO Honors Major Journalists 

"We are excited about the opportunity to revisit 
the classics," explained Naghi. "We are particularly 
pleased to note that the industry's founding 
editors and writers are here, a group that really 
helped get the message out for so many years to 
so many consumers. Particularly, we would like to 
honor the team of Arnie Katz, Joyce Worley and Bill 
Kunkel for their tremendous contributions in 
building the gaming industry! 

"I've personally worked in gaming for nearly 1 5 
years, and it is exciting to think that today we may 
be creating tomorrow's classics in our industry," he 
said. 

For more information on NYKO memory cards, 
gamepads, joysticks and more, visit its web site at 
http://www.nyko.com. 
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Brand New Sealed Cartridges, T Shirts, Original 
Promotional Material, Ms. Pac Man Dolls, AC Adapters, 
Accessories, Joysticks, Posters, Cartridge Storage Cases, 
Dust Covers, Coleco to Atari 2600 Converters 

ATARI SPACE AGE 
AMERICAN CLASSIC 
DISTRIBUTOR 



(915) 532-4519 

Fax (915) 532-4517 



509 South Oregon Street • El Paso, Texas 79901 
Mailing: P.O. Box 96 • El Paso, Texas 79941-0096 



EMail: TBER1869@aol.com 
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JACK BERG /ALE/ COmPAflY ATARI - COLECOVISION INTELLIVISION 




V 

O'SHEA, LTD. 



Atari Classic Games 

2600/7800 
ALL NEW-COLLECTIBLE MINT CONDITION 



We own these classic collectibles and want to allow you the opportunity 
to add these to your video game collection. Brnad new and in original 
packaging. Atari was first introduced in the 70s. We have over 40 titles 
available. 



FOLLOWING ARE LIST OF TITLES: 

7800-Desert Falcon, Scrapyard Dog, Centipede, Asteroids, Dig 
Dug, Galaga, Joust, Ms. Pac man, Pole Position, Xervious, 
Ballblazer, Basketball, Hat Tricks, Wintergames, Baseball, Drak 
Chambers, Donkey Kong, Donkey Kong Jr., Tower Toppler, Jinks, 
Barnyard Blater, Ninja Golf, Meltdown. 

2600-Space Invaders, Baseball, Football, Phoenix, Ms. Pac Man, 
Dig Dug, Battlezone, Galaxian, Gravitar, Jungle Hunt, Kangaroo, 
Joust, Poleposition, Pac Man Jr., Solaris, Venture, Super Football, 
Dark Chambers, Desert Falcon. 

*7&a*t& (fo<cc, 'Sett *f¥<Mile&aH, 



WE TAKE VISA OR 
MASTERCARD 
OR MONEY ORDERS 



TO PLACE YOUR ORDER: 

email: billh@oshealtd.com 
site: http://www.oshealtd.com 
fax: 816-531-6569 
phone: 816-531-1177 
OR MAIL TO: 
O'Shea, Ltd. 

330 West 47th Street, Suite 203 
Kansas City, Missouri 641 1 2 
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After getting out of college I went to work at 
Apple & worked there from 1 980-82. It is there 
were I learned how to move graphics around 
from the following people: Bill Budge, 
Andy Hertzfeld & Keithen. While at 
Apple, Bill Budge asked me if it were 
possible to hook two Atari style control- 
lers to the Apple II (for Crazy 
Climber).... I said "well let me give it a 
try"... After a while I got something going 
& then I found out that another guy that 
was currently working in the lab not too 
far away had a four paddle thing going. To 
make a long story short, we mixed the 
two together & got a device that 
supposedly Steve Jobs gave the OK to 
allow. Sirius Software acquired the rights 
to produce and ship this product, and the 
company even sent Keithen and myself 
royalty checks! I was very ecstatic as it was my 
first experience in the royalty thing.The device 
ended up with a weird name...JOYPORT. The 
Joyport, introduced in 1981 for Apple 11,(1 co- 
designed the hardware) allowed you to have 4 
game paddles and 2 Atari style controllers 
hooked up to the Apple II. 

I then moved on to Atari where I created three 
games for the Atari 2600: Quadrun (1983), I was 
the programmer, designer and artist, and jointly 
created the sounds and voice effects... suppos- 
edly the first home videogame with voice 
without the need for a hardware attachment; 
Taz (1 984), I was the programmer, designer and 
artist for this game; Asterix ( 1 984, for Europe), I 
was the programmer and designer. 

The video game market soon crashed, so I stayed 
home and goof around with the Macintosh and 
the Commodore 64. During this time, I co- 
designed a piece of hardware that allowed an 
Atari-style joystick to hook up to the Mac.At this 
time, I am now living off of the royalty checks 
from this device (called the MouseStick, which I 
co-designed in 1 985, and playing the stock 
market. The MouseStick for the Mac allowed a 
mouse and joystick to live together, enabling one 
to use whichever one you liked. 

I did some more contract work for Apple but 
then I felt the urge to get back into designing 
games. I then go back to Atari where I was going 



to develop coin-op games but they found out that I 
worked in the consumer division years ago and said "how 
about you do the coin-op thing later and focus on out 
new group called Tengen?" I guess \ must have said ok, 




because I worked on a few things that got canned and 

about the only thing I worked on 
that made it to market was Super 
Sprint for the Nintendo Entertain- 

zz.....izr..r 

I helped with the 
layout and also 
WOITA entered the tedious 

track data. 



Some of my buddies then ieftTengen 
and formed Bitmasters, where I 



helped out on the design for Krazy 
Kreatures for the NES. At this time T 



Ieft Tengen and went to a place called 

MediaGenic No, its not a medical 

company. I worked with some coot 



people there and our team was was the first in the USA 
to "get to work on" the Super Nintendo. 



I soon left MediaGenic and went to work for Sega. I had a 
great time there. L got to meet and work with some of 
the best people in the biz. While at Sega, I worked on 
three Genesis games: Kid Chameleon ( 1 992), where I was 
the co-producer, designer and^ 

( 1992), in which I helped out on the last two weeks of 
the project doing level design; and Sonic Spinball ( 1993) 
which I cp-program 

Jason Plumb, Scott Chandler, Dave Sanner, Ken Rose and 
Earl Stratin. 



Jason r Plumb and I were made "too good of an offer from 
Ocean Of Am erica. We were both promised that we 
would be able to do coin-op stuff there. Not so. When all 



was said and done, we had to turn WaterWorld the 
movie into games on new platforms. I was co-producer, 
designer and programmer for the Virtual Boy version, co- 
producer and was designer and programmer for the 
never released Saturn version. 



I worked on some games with some friends of mine at a 
cool company called Actual Entertainment: "Gubble" RC. 
(co-level designer with joe Cain, Eric Ginner, Franz 
Lanzinger, Eugene Polonsky, Mark Robicnek. For Actual 



Entertainmentl 997) and "Gubble 11," coming out soon, RC. 
(co-level designer with Joe Cain, Eric Ginner, Franz 
Lanzinger, Mark Robichek. For Actual Entertainment 1 997) 



Now I'm back to working with small games... Java games... 
Its like playing on the Atari 2600 but with more colors! 
The three games I'm currently working on are 
TerraDacktel, Dunklt and Antenna. 



m : 
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Thank you for your support. 



NextGeneration Online has been one of the prominent supporters of classic gaming 
and its legacy to interactive entertainment as we know it today. In its continuing 
effort to help publicize what is undoubtedly 
one of the biggest gaming events in recent 
memory, Next Generation gave away ten 
pairs of weekend passes to World of Atari 
'98, Las Vegas. 

Not only did each of the ten lucky winners 

receive tickets to the event, they will also receive a free one-year subscription to 
Next Generation Magazine, an Atari pin (actually from the supply given out to Atari 
employees) and a Flying High pin (used as a trade show giveaway in the 80's). 



ATARI 
HISTORICAL SOCIETY 




Welcome to the Atari Historical Society's virtual Atari museum. This site is intended to provide 
images and information on all areas of Atari. Our mission is the preservation of all things Atari 
(Its history, products and knowledge.) This site provides general information and images on all 
items produced by Atari as well as information, articles, images and links to further assist any and 
all individuals interested in learning more about a company that helped to pioneer and shape 
many areas of Video Arcade Entertainment, Home Consumer Electronics, Personal Computer 

Systems and much, much more... 
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an entire weekend of 

UNLIMITED FREE PLAY 

on classic pinball machines and video games 

100 s s of classic video games and pinball machines 
all games set on free play - rare vintage & prototype games 
tournaments galore! prizes! - popular new titles, too! 
random drawing for a classic game! - buy/seii/trade 
play your favorite game.. .and then bring it home! 

Labor Day Weekend (September 5-6, 1998) 
Town & Country Center, San Jose, CA 



For more information, 
call 415-289-7928 or 
check us out on the web at 
http://www.caextreme.org 



Admission 



Full weekend package - $25 

includes entry fee for both days 
and 4 tournament entries 

Dally Show Admission - $10 

payafofe at the door 




Tournament Play 



2 entries for S5 
13 entries for $25 



260 



i 



iii 





The Digital Antic Project 

A volunteer project putting classic Antic and STart magazines on the web 
Featuring articles, downloadable software, covers and advertisments 



www.atarimagazines.com 
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Get the Big Picture. 

Kathy Kolsch 

A r\ f \ O Looks like a great 
I year for owners of the 

Atari Lynx consoles. 
When Atari Corp. first released this 
color hand held game back in 1990, 
originally designed by Epyx, it was the 
first of it's kind and probably still the 
best. Recently I had the pleasure of 
speaking with the tech guys at WTGI, 
Wizztronics Technology Group Inc. a 
division of Wizztronics. It seems they 
have decided to produce the Lynx TV 
converter I saw about a year or so ago, 
let me explain. 

I was having my Atari serviced while 
from a distance I saw a Lynx game 
being played on a 3 5 -inch monitor, 
not too hard to miss. Nobody would let 
on to what I was actually looking at, but 
being persistent as I usually am, I 
managed to get in a few words (about an 
hour) with the President of WTGI Steve 
Cohen. Steve, along with the staff has 
been instrumental in the design of many 
interesting products, several for the Atari 
computer. Some of them are the Falcon 
Rack, 3.5'TDE Falcon Adapter (new), 
D.E.K.A.2, Falcon Memory board, 
CartMaster, CartMaster Lite, Cartright, 
Compatibility Plus and Compatibility 
Plus2. 

Steve offered me the 10-cent tour, which 
I gladly accepted. We wandered into the 
development Lab and he pointed out this 
rather odd-looking device with hundreds 
of wires coming out from it, he 
explained it was a converter that would 
display an LCD generated image on a 
standard video monitor. It had been 
originally designed for PC laptops, and 
for kicks, they tried to use it on a Lynx 
to display the LCD screen image on a 



TV. I was told about three weeks later 
they had one working. According to Joe 
one of the Sr. engineers, they needed to 
do some tricky stuff before it would 
work. It seems the design used in the 
Lynx was something other than standard. 
He said something about the Mikey chip 
used in the Lynx controlled the LCD 
image, all screen functions were built 
into it. It does not matter if I understood 
him or not because it apparently worked, 
great I may add. So I asked them the 
next logical question, when does 
Wizztronics plan to release it, can I tell 
everyone? Steve's answer was "were not, 
and We will deny any knowledge of it". 
Ih other words, do not say a word. I was; 
surprised at his reply. I think Joe was 
too judging by the look on his face. I 
thought it would be great to play my 
Lynx on the TV (something I always 
wanted to be able to do). His explanation 
was very convincing and quite simple, 
the cost of production was going to be 
about $900.00 each and much too 
expensive for anyone playing games. 
The PC market could handle the cost, 
especially for corporate America, and 
the gadget collectors that have to have 
everything. He did say if the unit could 
be built for a reasonable cost under 
$200.00, they woukt consider it. 

Well that was sometime in January 
1997, now it's July 1998. I received a 
telephone call from Steve and was 
enlightened to find out the Wizz guys 
would be producing a Lynx converter, it 
would become a reality, great I said. The 
new design will be small enough to be 
placed inside the Lynx, however due to a 
power consumption problem, it was 
preferred to be sold as an external box 
with separate power adapter. They did 
seem a bit unsure of the decision. It was 
explained that battery consumption 



would drop by 20%-30%, if it were 
installed inside the Lynx. 

Ok now for the good stuff. I received a 
test unit Yesterday, July 18 th . I played 
40 different games over the next 12 
hours, I didn't get much work done, but 
it was relaxing, ok frustrating since my 
game playing isn't what it could be. The 
unit I received was indeed an external 
one. After slipping out the four screws 
that held the case together (I had to look 
inside and had permission to do so), I 
exposed this tiny PC board about 2 
inches square. It was soldered to the 
LCD (Liquid Crystal Display) connector 
that's it, I counted 18 connections 
soldered. It has a High Density DB15 (as 
you would find on a SVGA monitor) 
that sticks out of the back of the Lynx. 
The external box was 4 inches long by 4 
1/2 inches wide and weighed around one 
pound. It had a power connector, wall 
transformer, two Audio jacks and one 
Video jack. If I were not told, I would 
not have thought this was a Proto-type. 
The Wizz guys promised me that when 
they go into production sometime in 
August I would get one to add to my 
Atari collection. Oh yea, now I can tell 
anyone I want, so I am. 

It will be demonstrated at the World of 
Atari 98 show in Las Vegas Nevada 
August 22 and 23 1998. 

As of this writing ff the estimated price 
will be around $125.00" says Steve 
Cohen. Much better than the original 
$900.00 back in 1997. 

Summing it all up. 

There is some pixelization or graininess, 
when you increase the size of a 2-inch 
by 3-inch screen to a 35 inch one. Just as 



you would get, when you blow up a 
photograph, but for the most part the 
Video display is clean, sharp and very 
stable. The aspect ratio seemed very well 
maintained. Along with the video-image, 
it also outputs stereo sound. The sound 
blew me away. It does not matter if your 
right handed or left handed, since the 
Flip option works on the TV just as it 
does on the Lynx screen. The Vertical 
mode only works if you want to rotate 
the TV, but I was told that they might 
get that to work before its release as 
well. 

If you're a game player, I think this is a 
great addition to the collection of Atari 
related hardware. With the number of 
great games out there for the Lynx, I will 
get much more use from it than I did 
before. Pick one up today, it's worth 
every dollar. 

K.K. 

Computer and Game enthusiast 




Photo Courtesy of Wizztronics Inc. 



Wizztronics 
PO Box 122 

Port Jefferson Station, NY 1 1776-4003 
Telephone 516-473-2507 
Facsimile 516-331-3841 
Hours: Monday through Friday 9:30am 
to 4:30pm 

Internet http : //www. wizztroni cs.com 
Email info@wizztronics.com 



Gemulator 98 

Run Atari ST/ TT and Apple Macintosh 
applications directly on Windows! 




Introducing Gemulator 98 Pro Edition 



Gemulator 98 Pro Edition is the 68000 and 68040 
emulator that runs Atari ST, Atari STE, Atari TT, 
Apple Macintosh, Macintosh SE, and Macintosh II 

programs directly on Windows. 

Simply insert Atari or Macintosh formatted disks into your 
PC while running Gemulator 98 to read the files and run 
the programs on the disks. Gemulator 98 runs TOS, 
GEM, and Mac OS, and emulates 68000, 68020, 68030, 
and 68040 processors for maximum compatibility. 
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Still only $149.95! 
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File Edit Uleur Insert Format Font Tools Window 
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Gemulator 98 can directly read your Macintosh and Atari 
formatted floppy disks, Macintosh formatted CD-ROMs, 
SCSI hard drives, and even Macintosh ZIP disks. 

Gemulator 98 is optimized for Pentium MMX / Pentium II 
based Windows computers, running at 5 to 10 times the 
speed of Atari TT and Macintosh II computers, or over 20 
times faster than Atari ST and Macintosh SE computers! 

Gemulator 98 runs on Windows 95, Windows 98, and 

mmm Windows NT with at least 16 megabytes of RAM. 



Gemulator Exchange displays the 
contents of Macintosh and Atari ST 
disks on the Windows desktop. You 
can drag and drop files to the 
Windows Explorer to copy the files to 
your MS-DOS and Windows disks, or 
use Copy/Paste to import Macintosh 
and Atari text files directly into any 
Windows application. 



Gemutetof 
Evchsnqe 



Apple Macintosh CD - Gentulaloi Exchange 



£3 MSD0S ffes on aA 
i& MSD0S fies on cA 

£3 MSD0S fies on dA 
■ m MSD0S files on e \ 

O MSD0S fiesonfA 
MSD0S fies on gA 

£3 MSD0S lies on hA 

O MSD0S fies on r\ 

O SCSI cH O dev 2 (SEAGATE ST3390N ) 
O SCSI ctlO dev:5 (IOMEGA ZIP 100 ) 
^SCStctt0dev:6(SAF CD-R2006PLUS ) 
O SCSI cttl dev 1 (NEC CD-ROM DRIVE:260) 
c_) Non-DOS floppy on A: 



A must have utility, only $29.95. Start I IjCAMy Mac Fies Apple Macintosh CO 



Li Desktop Folder 
_J Disk Images 
_J Extras 

™J Instal Macntosh Tutorial 

_J Power Macintosh Demo Apps 

»_J System Folder 

i_J System Software Instal 

_J Trash 

_J Utilities 

1 About This CD 

■L 

i) Desktop 



See j Date 
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6407 bytes 
831 2 bytes 
286 bytes 



1071 7/94 a 58 AM 
12/2/94 7:46 AM 
8/12/94 3:24 PM 
10/1 3/94 205 PM 
10/25/94 9:26 AM 
11/30/94 3:17 PM 
12/2/94 7:44 AM 
12/2/94 8:13 AM 
10/17/94 1 0:56 ... 
10/13/94 12:00... 
10/14/9412:00... 
1/1/04 12:00 AM 
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Visit our web page to download FREE DEMOS 
of Gemulator 98 and Gemulator Exchange. 

http://www.emulators.com 

Use the online order form to get special 
World Of Atari 98 show prices. 



Emulators Inc. 

14150 N.E. 20th Street, Suite 302 
Bellevue WA 98007 U.S.A. 
Fax: 206-236-0257 
Orders: 206-236-0540 
email: info@emulators.com 





& C Computer Visions 

5917 Slope Way 




El Dorado, Ca 95623 
(530)295-9270 FAX & 
Web site: myatarL 
E mail: Mnyatari2@juMMO.co 

We have new in the box: 
Mega, Metafiles, monitors 
laser printers & software 

NEW8-BMT COMPUTERS 

130 XE 128K Computer $150 

65 XE 64K Computer $105 

800XL 64k Computer $75 

XE GM 64K Computer wo/acc $49 

Atari 2600 Jr w/Joystick $49.95 
Atari 7800 w/Joysticks $49.95 
Standard Joystick $9.95 
ProStick II Joystick $9.95 
BP Prostick $9.95 
EPYX 500XJ Joystick $14.95 
Atari CX-80 Trackball $9.95 
Atari CX-30 Paddles $9.95 



Jaguar, Lynx, WOO, 7800, 
400/800, XL, XE, Stacy, 
ST TT. Falcon, Portfolio 





LYNX 





Free Atari Patch 



With any order placed in September 
mention World of Atari Free Patch 
Special & get an Atari Patch f or f ree. 



B&C Computer Visions has the worlds largest 

selection of Atari computers, game machine and software. 






LOADS OF VIDEO 
GAME PRIZES! 



FULL SIZE 
COIN OPERATED 





OR 

ASTEROIDS DELUXE 
COCKTAIL TABLE 




S 



INCLUDES 
HIPP |NG "*' 



100% to BENEFIT L.V 
SALVATION ARMY! 



y ° U $m to**'** 



Leonard Herman is a technical writer and 
computer programmer. He became hooked on 
videogames after he played Pong at a 
local bowling alley in 1972. He later 
became interested in home videogames 
when he purchased his Atari VCS in 1978 
and eventually accumulated a near- 
complete collection of NTSC cartridges. 
Mr. Herman, who is an award winning 
lyricist, has written articles for 
Videogaming <fi Computer Illustrated 
and Electronic Gaming Monthly as well 
as two books on videogames; Phoenix: 
The Fall <S Rise ofVideogames which 
Wired Magazine called the definitive 
book on videogame history, and ABC To The 
VCS (A Directory of Software for the Atari 
2600). Mr. Herman, who is a long standing 
member of the North Atlantic Videogame 
Enthusiasts (NAVA), has served as an advisor 




MERMAN 



for Videotopla, a traveling videb^m 
Mr. Herman resides in New Jersey with 
and sons Ronnie and Gregory. 



Systems Far Tomorrow 



Providing quality hardware and software to the Atari 

Computer world since 1992. 

Coming soon: Milan 040 and 060 based Atari 

Compatibles! 




Phone (800)875-4943 US/Canada, Orders Only Please 

(816)833 - 4738 Information/Orders 
FAX (816)252 -3611 Orders Only Please 

EMail sales@SystemsForTomorrow.com 
WWW http://www.SystemsForTomorrow.com 

Mail PO Box 3034 - Independence MO 64055 - United States 
Retail 11010 E Winner Rd - Independence MO 64052 - United States 

Hours Tuesday thru Friday Noon to 6PM (central) 
Saturday 10AM to 6PM 
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n our never-ending quest to re$cue historic* 
relics of Atari's past for archiving purposes 
I comes yet another discovery! Resident Atari 
Gamwg Headquarters co-editor and curator 
John Hard ie is the proud possessor of Miss 
Piggy's Wedding, a title that was hitherto believed 
not to exist, 
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the gist of the game isn't yet clear to us, we 
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DO know that I ) you can take control of 
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Way. 



either Kermit or Ntes Piggy; 2) two players 
can participate simutatenously; 3) touching 



the key closes the two exits at the bottom of 
the screen and 4) running into the opposition 
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(Kfirmit of Miss Piggy) after touching the key 



^ei minat6$ H that player (kill would be too 
st rong a word for a Muppets game, we think.) 
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nee we spend some more time 
playing the game, we'll have a 
hands-on review in the very 
near future. Historians and collectors 
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now have yet another title that they can 
remove from the "believed not to exist" 
list to the exists as an unreleased 
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PlayStation 
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NamcoMuseum™ Volume I © 1 995, Namco Museum ™ Volume 2 ©1995 I996 ? Namco 
Museum™ Volume 3 0 1996, Namco Museum™ Volume 4 0 1996, Namco Museum™ 
Volume 5 © 1997 Namco Ltd., All rights reserved. PlayStation and the Play station logos are 
registered trademarks of Sony Computer Entertainment Inc. The rating icon is atrademark of 
Interactive Di &*tal Software Association. PaoMan ™ 0 1980 Namco Ltd. All rirints reserved 



COURTESY OF BEST ELECTRONICS 



Atari memorabilia museum 




Center: Atari Cup was made for Atari Service Centers 



All items in the Atari Museum are 
all Atari Produced Products, 
Atari Sales Promotional Items or 
Atari Employee Collectables out of the 
Atari Company Store, Most of the 
items are No longer available and are 
shown for your reference only. 





With input music from any source the Atari Video Music prod- 
uct would display different Color Patterns, Geometric Shapes 
and allow you to vary the patterns on a Standard Color TV. 



Working prototype Atari Brain Game Machine, was 
developed Before the "2600" series game machines. 
Joysticks and Paddles were built into the unit 




ATA* 





Upper left corner, another Atari Collectors item from the 
1984 Olympics 



Shows how the Brain 
Game Cartridges fit 
into Brain Game. 
Some of the Game 
cartridges for the 
Brain Game, Super 
Pong, Ultra Pong, 
Stunt Cycle, Video 
Music and Video 
Pinball 



COURTESY OF BEST ELECTRONICS 
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ATARI 

CLUi. 



Atari Club Lapel pin 



One of the 
shopping bags 
from Atari 
Germany, 
which were 
given away at 
various German 
Atari shows 
like the 
Dusseldorf 
Atari Messe 




Atari Calculators that have passed into history. Top Left 
to Top Right: CC180, CC181, CC 9 ? Bottom Left to 
Bottom Right: DB2100R, DB2300 and DB2200 Model 
Atari Calculators 



Lazy Boy 
made Atari 
Stadium 
Chair 



A ATARI 



PCF554 

DISK DRIVE 




PC version of an Atari XF551 style Atari external 
disk drive for the Atari PC computer. 




Atari PCM 125 Monochrome P C. Monitor, 
used on the Atari PC line of Computers 



Atari 
PCM 144 
Monochrom 
e VGA PC. 
Monitor, 
this particu- 
lar monitor 
was a 220 
Volt version 






The only 
known 3-D 
Prototype 

Atari 
Cosmos 

game 
machine 
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A COSMOS" 





Atari ABC N386 Portable PC. Computer with 2 1/2 
internal hard drive 




The first Atari CX75 Light Pen for the 400 / 800 computers 



One of the many different size Atari shopping bags 
from the Warner-Atari Service Centers. See Atari 
Collector Items section 




Goldstar made Atari ST series SM144 12 inch 
Monochrome Prototype monitor with built in speaker 




Rear view of the Prototype SMI 44 Monitor with hand 
spray painted Gray case showing one of the few Atari 
ST monitors we seen with a Molded in or Milled out 
Atari name and Logo 



COURTESY OF BEST ELECTRONICS 
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I ATARI XL 

1 HOME COMPUTERS 



I.C. chip inside the Clear Atari paper weight is from 
an Atari 8 bit Chess Cartridge, to the left is an Atari 
Thermometer, center is an Atari luggage tag that you 
could put your own personal Business card in 




Just some of the Laser cut Atari wood products, Note 
the 10 year Commemorative Atari Medallion 1972 - 
1982, center bottom 
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Leather Atari Binder cover 




The Atari Model SC-450 Stunt Cycle Motor 
cycle Atari Game 



A 
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TOUCH ME 
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Atari version of the Model BH-100 Atari Simon Game 



Solid Brass Atari Belt buckle 




Atari Super Pong Pro Am Model C-200 shown with 
the Atari Pong series Paddles 
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Atari Super Pong Pro-AM Ten model C-202 




Atari Ultra Pong Game Model C-402 
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Atari Video Pinball Model C-380, Atari code name 
for this product / project was "Arlete" 



■ 





This brown version of the Atari Video Pinball was also pro- 
duced for Sears and later sold under the Atari name Model C- 
380, Atari code name for this product / project was "Scarlete' : 





Videotopia is a traveling national museum exhibit 
chroniding the history of mankind's first interactive 

:; l';to[tfe^ 

phia, PA (where it will stay until September I ■■ 1997). 
Keith feinstern, President of Videotopia* and Dave 

givi ng us a guid ed tour of the exhibit as well as 

: i : T:^Tiheimuseu 
tu : .o^e^^ : dvyid 
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games at hand, with a fine balance between the 

Invaders, Computer Space, Dragon's Lain Robotron: 
2084, Defender), exceptionally rare ones that you may 
have never seen (Warrior, Death Race, Super Don 
Quixote, Joust 2: Survival of the Fittest, Quantum, 

1 ini^er icau 

Mad Planets, Solar Quest;Q*Bert , s Qubes, Blaster). 
Some of the contemporary games on display include 
S,T.UN. RunnenTokyo Wars, Daytona USA and Sega's 



games. Videotopia is wonderfully designed, with varios 
kiosks, stations and explanations scattered about the 
exhibit. For example, one area shows the process of 
videogame design from beginning to end and demon- 
strates how the vision of the creator is influenced by 
the ^ 

of the end user, level one also includes a "Career 
Paths and Educational Opportunities" station to 
familiarize everyone with some of the diverse areas of 
endeavor that relate to videogames. If you are 
interested in getting involved with videogames, this 
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completing the qu iz. 

tbHgfet^ 
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many classic game afi cionados, One play of Star Warn 

Videotopia has a COMPLETE Atari vector game 
collection on display, including such rarities as 
Quantum, Black Widow and Gravitar, 

:.Vyy v .w$r^ the;; dSaiy | . 

; ; ;tho$:e:® 

threat 



fender, Blaster, Stargate, Smash TV, High Impact and 

:lnf^ 

had the pleasure of meeting him before at E3 and CE! 
shows, we knew what a cool guy he was. But to 
actually shoot the breeze with him while taking him 
on in Defender, Q*Bert and others was an awesome 



we 



soon 



inallM 

lane for anyone who ever lived through the 
videogame craze during the dawn of the vi< 



ame 



reraifhere^ 

while trying to climb the building in Crazy Climber 

iwhile:yOu]he^^ 

your ear from the cabinet speakers as you feverisl 
try to avoid falling pots and bird turd. :) 
For more information regarding Videotopia along 
with their tour schedule, please pay a visit to 
www.videotopia.com. 
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PSX>TRACKBALL 

• Oversized 
High-Density 
Trackball 

• Turbo Fire 
Feature 

• For Use With 
All House 
Compatible 
Gaines 



Centi 
Asteroids 
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Updated versions 
of these master classics 
will soon be re-released for 
Sony PlayStation and new generations 
of gainers are bound to love them 
as much as the old timers. 
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